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Fort Ravenswall 


Ravenswild Forest 


Ravenswall is fairly location agnostic, it should be set in the foothills of a mountain range or 
in the mountains themselves but other than that it will fit in any northern part of Legend. 


This adventure was written to follow on from the characters’ trips through The Icevalen Mine 
scenario but can be worked in to other campaigns easily. 
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~ Maps used with permission from Heroic Maps 


Ravenswall.... The stories told around campfires do not do it justice. 


Built many years ago this wall stretches from one side of the valley to the other, and is over 
20m tall and almost 10m thick. The rough surface of the wall seems less than an ideal way 

to keep out anyone with the ability to climb, but a closer inspection will find that the rough 
stone wall is covered in patches of slippery black ice and jagged shards of ice with edges like 
knife blades. 


For game purposes the wall has a difficulty factor of 18 for anyone just attempting to climb it 
without any form of assistance. Anyone falling from the wall will need to make an additional 
Reflexes check to avoid jagged ice shards. If they fail this then they will take an additional 4 
points of damage to that taken in the fall. 


The wall is pierced at only one point by a tunnel that is guarded night and day and has thick 
doors at either end of it. 


Any brave intruder that makes it through the tunnel or over the wall must then cope with the 
fort’s warriors who man the posts at the door and along the top of the wall. 


On the top of the wall to the left of the tunnel is a wooden platform that juts out far enough 
to be used to pull up supplies, people etc. should the doors be barred and there is a need to 
get in or out. 


The wall and the fort behind it are high enough up in the mountains to be above the snow 
line and it is common, even in summer, for there to be snow on the ground. 


What is behind the wall is also the subject of many tall tales. Maybe one of them is even 
true. 


Travel in the mountains is rarely easy or direct. From the Icevalen Mine to Ravenswall will 
take around five days of travel under ideal circumstances. If there are any storms or if the 
GM wishes to throw in difficulties like avalanches or rockslides then it will take longer. 


The original campaign is set in the late summer, so the times above are correct, for winter, or 
another season with bad rains etc, double the travel times. 


For GMs that do not wish to use the written encounters then the following random chart can 
be used. 


Chance of Encounter: 20% (check at dawn and dusk) 
d100 roll Encounter 


01-07 Bats (4-24) 

08-10 Basilisk 

11-13 Death’s Head 

14-19 Black Riders (2-4) in the service of Duke Darian of Ereworn 
20-25 Frost Giant 

26 Golem 

27-30 Gryphon 

31-33 Ice Snake 

34 Rimwolf (5-8) 

35-40 Snow Ape 

41-43 Yeti (1-4) 

44-45 Dwarven adventurers (3—12) 
46-48 Earth Elemental 
49-50 Ghost 

51-57 Goblins (1—10) 
58-60 Manticore 

61-64 Ogre 

65 Hermit (often a Mystic) 
66-69 Outlaws (3-18) 
70-71 Human adventurers (2—8) 
72-78 Orcs (4-24) 

79-80 Pazuzus (1-3) 
81-84 Trolls (1-3) 

85-88 Skeletons (3—18) 

89 Spectre 

90 Wight 

91-93 Gargoyles (1-3) 
94-97 Apemen (2-12) 

98 Titan 

99 Gorgon 

00 Dragon 


Day 1 - After leaving the 
Icevalen Mine the characters 
head north following the road. 


If any of them check for cart 
tracks, they will find that the 
newest set is only three to 
four days old. 


Oddly enough exactly the age 
of the tracks that they thought 
should be on the road south to 
Lakstead. 


Day 2 - Ahead can be seen the 
summer snowline is getting 
closer, lower on the northern 
faces of the mountains, but 
still low enough. 


The temperature has dropped 
enough at night to leave a 
rime of frost on anything wet. 


The night starts with a rain 
shower that soon turns to sleet 
as the sun goes down. 


Shortly after the sun drops 
behind the mountains the 
shower turns into a full-blown 
storm. The storm is anything 
but natural though, rather the 
work of a pair of Yetis that 
hunt in the area and have 
come upon the tracks of the 


party. 


One of them will attack from 
ahead as the blizzard reaches 
full strength, while the other 
will attempt to surprise the 
characters one round later 
from behind. 


Yetis 


ATTACK 18 

Claws (d8, 6) 

DEFENCE 10 

Armour Factor 3 (Fur and Ice) 
EVASION 3 

REFLEXES 8 

STEALTH 16 
PERCEPTION 7 (Elfsight) 
MAGICAL DEFENCE 8 
Health Points 18, 18 
Movement: 8m (12m) 
Rank-equivalent: 5th 
(They are permanently 
surrounded at a distance of 
10m by a magically created 
snowstorm.) 


The temperature drops 
below freezing in this area 
automatically. 


Once the yetis are slain, 

the blizzard will suddenly 
abate and a ghostly, echoing 
howling will be heard. 


There will be no sign of the 
yetis bodies on the snow 
covered ground; as if they 
have dissolved into snow and 
blown away on the wind. 


This encounter will leave the 
characters unable to sleep 
most likely. 


Day 3 - With the events of the 
previous evening still fresh in 
their minds the going today 

is not going to be easy for the 
characters. Every little sound 
or movement will set them 
off. 


Especially as by noon they 
have reached the snowline. 


If the characters start to check 
for tracks etc. they find some 
older but indistinct tracks that 
could be made by humans in 
the snow around wherever 
they set up camp for the night. 


Day 4 - Above the snowline 
the going is a lot slower than 
on the open terrain. 


When the characters are 
walking over an open area 
that is rather snowy have the 
first one put their foot through 
a snowy crust that is over a 
hole in the ground. 


That character sinks up to 
their knee into the ground. 
They take no damage from 
this. The hole is the entrance 
into an Ice Snake lair and 
unfortunately the lair has an 
occupant that takes exception 
to having a foot stuffed into 
its face. 


The character that fell through 
the snow has 1 round to get 
back out before the Ice Snake 
attacks. 


They need to make a 
STRENGTH test to pull their 
leg back out. If assisted then 
they get a -2 modifier to the 
roll. 


Ice Snake 


ATTACK 14 

Bite (d6, 2) 
DEFENCE 6 
Armour Factor 6 
EVASION 0 
REFLEXES 15 
STEALTH 16 
PERCEPTION 9 
MAGICAL DEFENCE 15 
Health Points 3 
Movement: 10m 
Rank-equivalent: 2nd 


Ice Snakes do not attack 
unless someone steps very 
close to their nest. If their bite 
penetrates, the victim will be 
subjected to a Freeze spell 
(p102 of the Corebook) with a 92 - Ruins courtyard 


MAGICAL ATTACK of 10. 
The courtyard was once the 


centre of the outpost situated 
here, giving the fort at 
Ravenswall an early warning 
of any attack or incursion to 
the area. 


Day 5 - Ravenswall awaits. 
The day’s progress is even 
slower than the one before 
and the weather is threatening 
at least a snow shower before 


nightfall. 
If any of the characters decide 


to take a good look at the 
flagstones in the courtyard 
and make a PERCEPTION 
check that passes by at least 

5 points, or with a roll of a 1, 
they will discover a flagstone 
is the cover to a tunnel that is 
still clear and runs all the way 
to the fort. 


By the time the characters get 
to within sight of Ravenswall 
it is Just after sunset. They can 
wait or they can try to get in, 
and out, before dawn. 


01 - Tower Ruins 


This ruined tower sits high 
upon a small hill. Only the 
outside wall of the northern 
side still stands. 


The exit is in the fort, in what 
is now a storeroom (07 in the 
middle of the room). 


Maps used with permission from 


Heroic Maps 
This is of course the easiest 
way in. 


What will prove not so easy 
is that after being used the 
tunnel will collapse within 
around 30 minutes, so unless 
the characters are very fast 
they cannot use it to escape. 


A large expanse of forest 
stands between the ruins and 
the wall. 


This area of forest is patrolled 
at all times of the day and 
night. 


Unless the characters take 
special precautions each 
round roll a d6. On the roll of 
a 6 a patrol of a sergeant and 
four warriors appears at either 
the eastern or western side of 
the map, whichever is closer 
to the characters. 


There will never be more than 
two patrols on the map at any 
one time. 


Patrols will follow the paths 
through the forests to reach 
the other side and will only 
detect the characters if they 
literally stumble over them or 
if the group/individual fails a 
STEALTH check within their 
vision. 


At night of course this is 
easier. 


Patrol Sergeant - Barbarian 


ATTACK 16 
Longsword (d8, 4) 

Bow (d6, 4) 

DEFENCE 8 

Armour Factor 4 (Mail) + 
Shield 

EVASION 5 

REFLEXES 9 

STEALTH 14 
PERCEPTION 6 
MAGICAL DEFENCE 5 
Health Points 15 
Movement: 10m 
Rank-equivalent: 3rd 


Patrol Warriors - 
Barbarians 


ATTACK 14 

Longsword (d8, 4) 

Bow (d6, 4) 

DEFENCE 6 

Armour Factor 4 (Mail) + 
Shield 

EVASION 5 

REFLEXES 9 

STEALTH 13 
PERCEPTION 5 
MAGICAL DEFENCE 3 
Health Points 11, 12, 13, 13 
Movement: 10m 
Rank-equivalent: 1st 


If the patrol raises the alarm 
but is then defeated or evaded 
then the top of the wall is 
manned by five guards from 
the bunkhouse. Otherwise the 
top of the wall is empty. 


In addition there are always a 
pair guards standing by each 
set of doors in the tunnel. 


03 - Bunkhouse 


The walls and gate are 
manned 24 hours a day. The 
warriors that do that rotate 
through here every 12 hours. 
So unless they are in the mess 
hall eating there will always 
be nine warriors here 


Guards - Barbarians 


ATTACK 14 

Longsword (d8, 4) 

Bow (d6, 4) 

DEFENCE 6 

Armour Factor 4 (Mail) + 
Shield 

EVASION 5 

REFLEXES 9 

STEALTH 13 
PERCEPTION 5 
MAGICAL DEFENCE 3 
Health Points 11 x 3, 12 x 3, 
13x3 

Movement: 10m 
Rank-equivalent: Ist 
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04 - Jarl Magnus’s Study A small Carved Ivory Wolf of them show signs of 
exceptional quality worth 64F interrogation by the Jarl’s 


Whilst not here currently this 


is where Jarl Magnus works 06 - Forge/Torture Chamber 


when he visits. 
Whilst originally a forge, the 


men. 


07 - Storeroom 


The Characters can search this tools and even the forge itself Once upon a time this room 
area but will not find anything have been repurposed to allow was used as a secondary 


to do with the crystals, the interrogation of prisoners. 
Magnus is not that stupid. 
The missing captives are 
05 - Jarl Magnus’s Bedroom manacled to the eastern wall 
here. 
As with the study the 
Characters will not find any The leader speaks fairly good 
incriminating evidence here. Visic but his deputy speaks 
They will find the following none at all. 


though in a locked chest 

under the bed. If asked the leader will 
volunteer the information 

Gold Crowns: 13 that their names are Dran and 

Silver Florins: 56 Hsic. 

A tiny Amber sphere of Both are able to move at 


exceptional quality worth 69F normal speed but both of 


guardhouse and the 
knowledge of the tunnel to 
the outpost was commonly 
known. Nowadays the room 
is used to store old equipment 
and dry goods. 


The exit from the tunnel is in 
the middle of the room. 


08 - Garrison Commander’s 
Bedroom 


The garrison commander lives 
here when not on duty. 


Garrison Commander - 
Barbarian 


ATTACK 16 

Longsword (d8, 4) 
DEFENCE 8 

Armour Factor 4 (Mail) + 
Shield 

EVASION 5 
REFLEXES 9 
STEALTH 14 
PERCEPTION 6 
MAGICAL DEFENCE 5 
Health Points 15 
Movement: 10m 
Rank-equivalent: 3rd 


During the day the 
commander will be around the 
fort and the wall top. 


At any point that the 
characters enter a new area on 
the roll of a 20 on a d20 the 
commander is there for some 
reason. 


During the night he is in his 
room. 


If the alarm is raised while the 
characters are inside the fort, 
night or day, the commander 
will reach the location that the 
characters are currently in d6 
rounds. 


09 - Stables 


There are three horses stabled 
here at all times unless there 
is an alarm raised and then 
one or more will be used 

to summon help from the 
buildings further north from 
the wall. 


This takes some time though 
and should not have a direct 
effect on what happens to the 
characters. 


10 - Library 


An unusual feature of the 
fort is that they have a fairly 
extensive library. 


This room is also where 

the garrison commander 
completes any paperwork he 
needs to do. 


If the characters do a 
thorough check of this room, 
they will find records in Visic 
concerning a collection of 
buildings around a mile to the 
north of the wall. 


It turns out there is a 
collection of warehouses and 
other buildings that house 
both goods and people and 
there have been a steady 
supply of deliveries over the 
last six months. 


There are no specific details 
though. 


11 - Kitchen 


One of the most important 
places in the whole fort, 

the kitchen serves food and 
drink all day and night, this 
is especially important in the 
winter. 


There will always be someone 
here cooking. 


Cook 


ATTACK 11 

Dagger (d4, 3) 
DEFENCE 5 
Armour Factor 0 
EVASION 3 
REFLEXES 7 
STEALTH 12 
PERCEPTION 4 
MAGICAL DEFENCE 3 
Health Points 4 
Movement: 10m 
Rank-equivalent: 1st 


12 - Mess Hall 


Always in use, like the 
kitchen, it is rare to find it 
empty of off-duty warriors in 
here, no matter what the time 
of day or night. 


One possible result of the characters getting into the fort and the alarm being raised is that 
they need to leave the fort and hide outside of it, somewhere to the north, to wait for the 
hubbub to calm down. 


The next day Dran and Hsic will be escorted north by four guards allowing the characters a 
second chance to rescue them. 


If that happens then the characters will need to find a way back past the wall 


The discoveries that the characters make here will change everything in the relationship 
between the Baron and Jarl Magnus. 


But first they have to get home. If the characters decide to head straight home, they will have 
to either return to Lakstead and then head east or otherwise the characters can choose to head 
east directly and skirt around the northern edge of the Maunderlak. 


This can be as easy or as hard as the GM wants and can be a way of introducing some one- 
off encounters. 


The recovered prisoners though wish to head home and will ask the characters to accompany 
them to the Icevalen Mine to rejoin their people. If they do this Dran will give the party a 
token with a rune on it and tell them that someone will contact them. 
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If you have enjoyed this scenario then please look out for other Dragon Warriors product 
produced by Red Ruin Publishing and available via DriveThruRPG. 


The Maunderlak Saga: 


The Fallen Monastery 


The Ruins of Trostenhal 


The Icevalen Mine 


